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Ferramentas e Editores para Programar 


Scripting 


a Text Editor 
Python Console 
E ino 


[Ò Duplicate 
— Delete 


r Per I4 Reorder to Front 


Add a new workspace 


Tito Script 
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Tito Script 


ault 9 57:36) [Clang 10.0,1 (clang-1001,0,46 


bpy, bpy.data, bpy.ops, bpy.props, bpy s, bpy.context, bpy.utils, bgl, 
Ci s +; from math import * 

“INFO! enience Variables ontext bpy.data 

"TEXT EDITOR! 

CONSOLE 


Export 


Externa 


Clean Up 


Make the 
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Print e Declaracáo de Variáveis 


@ Blender Window SES Sex12:54 Q Tito = 


Bem-Vindo ao Blender Python! : = e B 
Felpudo Run Script 
['Tito', 'Felpudo', 'Fofura'] 


print("Bem-Vindo ao Blender Python 


"""isto é um comentário 
feito em 
múltiplas linhas!""" 


JU AWUNH 


nome = "Felpudo Jr.” 
print (nome) 


numero 
altura 

estado 

lista = [10, y ] 

nomes = ["Tito", "Felpudo", "Fofura"] 


print 'nomes | 


print("Bem-Vindo ao Blender Python!") 


# isto é um comentario 
"isto é um comentario 
feito em 

múltiplas linhas!""" 


nome = "Felpudo Jr." 
print(nome) 


numero = 10 

altura = 1.75 

estado = False 

lista = [10,50,100,1000] 

nomes = ["Tito", "Felpudo", "Fofura"] 


print(nomes) 
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Operadores Aritméticos e Unários 


É Terminal Shell Editar Visualizar Janela Ajuda DOs Sex 13:04 Q Tito := 


Blender — 41x2 


Ope radores 


numero 
numero 
numero 
numero 
numero 
numero 
numero 
print (numero 


# Operadores Aritméticos 
print(10+10) 
print(10-10) 
print(10*10) 
print(10/10) 
print(10%3) 


Pas fai fas jm 


* Operadores Unários 
numero = 10 

* numero = numero + 5 
numero += 5 

numero -= 5 

numero *= 10 

numero /= 1 

numero %= 3 
print(numero) 
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Funções Matemáticas 


@ Blender Window Ske Sex1310 Q Tito := 


6.283185307179586 

0.8939966636005579 E Edt Select Forma 
-0.4480736161291701 import math as m 
-1.995200412208242 
33 : ; 
34 print(m.pi*2) 
print(m.sin(90)) 
print(m.cos(90)) 


print m.tan(90) | 


print(m. floor (100/3) ) 
print(m.ceil(100/3) ) 


ul 
2 
3 
4 
5 
6 
7 
8 
9 
0 
al 


1 
1 


import math as m 
print(m.pi*2) 
print(m.sin(90)) 
print(m.cos(90)) 
print(m.tan(90)) 


print(m.floor(100/3)) 
print(m.ceil(100/3)) 
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Operadores Lógicos e de Comparacáo 


@ Blender Window 


False ® File 


False 
True 


# Operadores Lógicos 
# not and or 


print(not True) 
print(True and False) 
print(True or False) 


* Operadores de Comparação 
iS = = e = 


print(10>10) 
print(10<10) 


print(10>=10) 
print(10<=10) 


print(10==10) 
print(10!=10) 


ONORA YN A 


E Sex 15:09 Q Tito = 


» E : B er B 


True 
True False 
True False 
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Condição If Elif e Else 


@ Blender Window Ske, Sex14:49 Q Tito = 
Pode Dirigir e 5 ayer B 


Run Script 


if (idade < o: 

print("Não Pode Dir 
elif (idade > 60): 

print("Deve renovar a carta") 
else: 

print("Pode Dirigir") 


a 
il 
2 
3 
4 
5 
6 
7 
8 


Text: Internal 
r 


idade = 18 


if (idade < 18): 

print("Não Pode Dirigir") 
elif (idade > 60): 

print("Deve renovar a carta") 
else: 

print("Pode Dirigir") 
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Operações com Objetos da Cena 


@ Blender Window 


on="SELECT") 
SELECT") 


ction='DESELECT’ ) 


import bpy 


macaco = bpy.data.objects['Suzanne’] 
cubo = bpy.data.objects['Cube'] 
cilindro = bpy.data.objects['Cylinder’] 


selecao = "Felpudo" 
bpy.ops.object.select_all(action='SELECT') 


if(selecao == "Macaco"): 
macaco.select_set(False) 
elif (selecao == "Cubo"): 
cubo.select_set(False) 
elif (selecao == "Cilindro": 
cilindro.select_set(False) 
else: 


Sex 18:22 Q Tito = 
CG 
ext Edit Run Script 


import bpy 


Select Format Templates 


macaco = bpy.data.objects['Suzanne' ] 
cubo = bpy.data.objects['Cube' ] 
cilindro = bpy.data.objects['Cylinder'] 


selecao = "Felpudo" 
bpy.ops.object.select_all(action='SELECT') 


if(selecao == "Macaco"): 
macaco.select_set( ) 
elif (selecao == "Cubo"): 
cubo.select_set( ) 
elif (selecao == "Cilindro"): 
cilindro.select set( ) 
else: 
bpy.ops.object.select all(action='DESELECT') 
print("Nenhum Objeto com este nome!") 


bpy.ops.object.delete() | 


bpy.ops.object.select all(action='DESELECT”) 
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print("Nenhum Objeto com este nome!") 


bpy.ops.object.delete() 


15 


Copyright O 2022 Tito Petri - Todos os Direitos Reservados. 


Listas ou Arrays 


@ Blender Window 5 > Sáb 12:44 Q Tito = 


9 e er ep EE ne k De Vie fi] 
12345 View Te ct For x Run Script 
3 numeros 
100 decimais 

estados [ A E ; ] 

nomes = ["Felpudo", "Fofura", "Lesmo", "Bugado", "Uruca" 


nomes .append ("Tito Petri") 
Bugado nomes . insert (1,"Peluche") 
3 
['Bugado', 'Fofura', 'Lesmo', 'Peluche', ' print(nomes[4]) 
Uruca'] print(nomes.index("Lesmo")) 
10 nomes .pop() 
100 nomes. remove ("Felpudo") 
4 nomes.reverse() 
nomes .sort() 
print (nomes) 


numeros . sort () 
print (len (numeros) ) 
print (numeros [len (numeros) -1] ) 


print numeros. count (1). 


Text: Internal 
id 


numeros = [100, 1, 7,7,7,100,100,1,1,1] 

decimais = [1.5, 5.0, 10.0] 

estados = [True, True, False, True] 

nomes = ["Felpudo", "Fofura", "Lesmo", "Bugado", "Uruca"] 


nomes.append("Tito Petri") 
nomes.insert(1,"Peluche") 


print(nomes[4]) 
print(nomes.index("Lesmo")) 
nomes.pop() 
nomes.remove("Felpudo") 
nomes.reverse() 
nomes.sort() 

print(nomes) 


numeros.sort() 
print(len(numeros)) 
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print(numeros[len(numeros)-1]) 


print(numeros.count(1)) 
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Loop de Repeticáo For 


@ Blender Window Sáb 04:15 Q Tito = 


Q 


Ini 
= 


i in range(5) 
print (i) 


Felpudo 
Felpudo 
Felpudo 
cedo for a in (19,20,30,40,50): 
Felpudo print (a) 

Fofura 

Lesmo for nome in ["Felpudo","Fofura","Lesmo", “Bugado", "Uruca"] : 
Bugado print (nome) 

Uruca 


Felpudo nomes = ["Felpudo","Fofura","Lesmo", “Bugado", "Uruca"] 
Fofura 


for i in range(5, 
print (i) 


for i in range(5): 
print (nomes[i] ) 


numeros = [10, - 


20 for item in numeros: 
21 print(item) | 


Text: Internal 
r 


for i in range(5): 
print(i) 


for i in range(5,10): 
print(i) 


for a in [10,20,30,40,50]: 
print (a) 


for nome in ["Felpudo","Fofura","Lesmo","Bugado","Uruca"]: 
print(nome) 


nomes = ["Felpudo","Fofura","Lesmo","Bugado","Uruca"] 


for i in range(5): 
print(nomesTi]) 


numeros = [10,300,500,1000] 
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for item in numeros: 
print(item) 
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Percorrendo Objetos Selecionados 


Blender Window 


View Text Edit 


import bpy 


for objeto in bpy.context.selecte jects: 
objeto.modifiers["Subdivision"].levels = 
objeto.modifiers["Subdivision"].render_levels = 


up 
bpy.context object modifiers 
bpy.context..object.modi fiers: 


import bpy 
for objeto in bpy.context.selected_objects: 


objeto.modifiers["Subdivision"].levels = O 
objeto.modifiers["Subdivision"].render_levels = 0 
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macáo em Python para Blender 


Percorrendo Objetos na Cena 


@ Blender Window OP? Sáb04:33 Q Tito = 


oe 
D 


a 


ANOUBWNE E 


Format Templates ext A < Run Script 


import bpy 


from bpy import context as C 
from bpy import data as D 


print (D.objects) 


objetos = D.objects 


rR 
Sw 


for item in objetos: 
print("Objeto: " + item.name) 
item. location.z = 


xError: invalid character in identifier 


import bpy 


from bpy import context as C 
from bpy import data as D 


print(D.objects) 
objetos = D.objects 
for item in objetos: 


print("Objeto: " + item.name) 
item.location.z = O 
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Números Aleatórios - Random 


é Blender Window DD Sáb 04:59 Q Tito = 


% File Edt Re ene J [Bo View Layer a 
pno ı p iv E < 


Run Script 


bpy 
random 


bpy.ops.object.select_all (action 
bpy.ops.object.delete 


UBRWN 


range (30 


random, random 
random. random 
random. random( )+0.2 


ops.mesh.primitive cube add(location 
ops.transform. resize(value=(s,s,s 


PYTHON INTERACTIVE CONSOLE 3.7.4 (default, Aug 18 2019, 15:57:36) [Clang 10.0.1 (cl 
ang-1001.0.46.4)] 


Builtin Modules bpy, bpy.data, bpy.ops, bpy.props, bpy.types, bpy.context, bp 
y.utils, bgl, blf, mathutils 
nce Impor from mathutils import from math import 
C = bpy.context, D = bpy.data 


import bpy 
import random 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete() 


for i in range(30): 
px = random.random()*10-5 
py = random.random()*10-5 


s = random.random()+0.2 


bpy.ops.mesh.primitive cube add(location=(px,py,1*s)) 
bpy.ops.transform.resize(value=(s,s,s)) 
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Loops Aninhados e Matriz 2D 


Blender Window s Sáb 05:07 Q Tito 


Ed 
de View Se 


Ne 


range(10 
j range(10 
bpy.ops.mesh.primitive cube add( location 


rw 


a 


Text: Internal 


E PYTHON INTERACTIVE CONSOLE 3.7.4 Ut, Aug 18 2019, 15:57:36) [Clang 10.0.1 (clang 
01.0.46.4)] 
primit 
Builtin Modules bpy, bpy.data, bpy.ops, bpy.props, bpy.types, bpy.context, bpy.util 
bgl, blf, mathutils 
ence Imports: from mathutils import *; from math import 
ce Variables: C = bpy.context, D = bpy.data 


import bpy 
for i in range(10): 


for j in range(10): 
bpy.ops.mesh.primitive_cube_add(location=(i*2, j*2, 0)) 
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Matriz 2D de Objetos com Math 


@ Blender Window s Sáb 05:22 Q Tito := 


dt Render Window Help Script Tito 
Dä “EO E 3 Text Edt 
ev a bpy 
math 
random 


bpy.ops.object.select_all(action='SELECT' 
bpy.ops.object.delete 


a range(100 

s = random. random()+0.2 

bpy.ops.mesh.primitive cube add(location=(m.floor(i/10.0)*2.2, i%10*2.2,s 
bpy.ops. transform. resize(value=(s,s,s 


rride=(0, 0, 0), release confirm=False, use accurate=False) 
Scale (resize) selected items 

>>> bpy.ops.transform. resize(vars ( 

vars([object]) -> dictionary 

Without arguments, equivalent to locals(). 

With an argument, equivalent to object. dict 

>>> bpy.ops.transform.resize(value=(s,s,S) 


import bpy 
import math as m 
import random 


bpy.ops.object.select all(action='SELECT" 
bpy.ops.object.delete() 


for i in range(100): 
s = random.random()+0.2 
bpy.ops.mesh.primitive cube add(location=(m.floor(i/10.0)*2.2, 1% 10*2.2,5)) 
bpy.ops.transform.resize(value=(s,s,s)) 
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Replicando Objeto em uma Matriz 2D 


@ Blender Window 
Bler 


View Text Edit 


bp 
ma 


Ra 


N 


objeto 


i 
novo0! 
novo0! 


bpy.c 


NOUDW 


[to] 


>>> bpy.cont 


VERT") 


import bpy 
import math as m 


objeto = bpy.data.objects["Meu Objeto"] 


for i in range(100): 
novoObjeto = objeto.copy() 
novoObjeto.location = (m.floor(i/10.0)*2,i%10*2,0) 
bpy.context.collection.objects.link(novoObjeto) 


sáb 06:18 Q Tito = 


re) 
y 
th 


Templat Run Script 


m 
bpy.data.objects 
range (100 


bjeto = objeto.copy 


bjeto.location 3 (i/ )*2,4%10*2, 


ontext.collection.objects.link(novo0bjeto 


ext.collection.objects.link( 


>>> bpy.context.collection.objects.link( 
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Matriz de Objetos em 3 Dimensões 


Blender Window 
Blende 
Z File Edit Render 5 5 View Layer ic 
w Text Edit Select Format Templates |v Tex x un Script 


bpy 
math m 


bpy.ops.object.select_all(action 
bpy.ops.object.delete 


range(5 
i range(25 
bpy.context.scene.cursor.location m.floor(i/5.0)*2,i%5*2, pz 
bpy.ops.mesh. primitive monkey add 
bpy.ops.object.shade_ smooth 
bpy.ops. transform. resize(value=(s,s,s 


bpy. context . scene. cursor. location.z 2 
pz=bpy. context .scene.cursor. location.z 


El sole 
>>> L.scene.cursor. Location (U,U,U) 
>>> C.scene.cursor. 


import bpy 
import math as m 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete() 


s=0.75 
pz=0 


for i in range(5): 
for i in range(25): 
bpy.context.scene.cursor.location = (m.floor(i/5.0)*2,i%5*2,pz) 
bpy.ops.mesh.primitive_monkey_ada() 
bpy.ops.object.shade_smooth() 
bpy.ops.transform.resize(value=(s,s,s)) 


bpy.context.scene.cursor.location.z += 2 
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pz=bpy.context.scene.cursor.location.z 
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Métodos Funções e Procedimentos 


@ Blender Window 


le Edt Render e E] Back 5 View Laye ic 
Run Seript 


import bpy 


def zerarCursor3D(): 
bpy.context.scene.cursor.location = (0,0,0) 
bpy.context.scene.cursor.rotation euler = (0, 


f somarNumeros (numA, numB) : 
resultado = numA + numB 
print (resultado) 


f multiplicarNumeros(x,y): 
resultado = x*y 
return resultado 


zerarCursor3D() 
abc = somarNumeros (10,5) 
print(abc) 


meuResultado = multiplicarNumeros (10,3) 
print meuResultado | 


1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
T1 
12 
13 
14 
15 
16 
17 
18 
19 
20 


Text: Internal 
r 


import bpy 


def zerarCursor3D(): 
bpy.context.scene.cursor.location = (0,0,0) 
bpy.context.scene.cursor.rotation_euler = (0,0,0) 


def somarNumeros(numA, numB): 
resultado = numA + numB 
print(resultado) 


def multiplicarNumeros(x,y): 
resultado = x*y 
return resultado 


zerarCursor3D() 
abc = somarNumeros(10,5) 
print(abc) 
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meuResultado = multiplicarNumeros(10,3) 
print(meuResultado) 
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Replicando Objetos em Formato Circular 
com Seno e Cosseno 


@ Blender Window 


Script Tito 


Sáb 09:12 Q Tito = 


Gg 


Text Edit Select Format Templates Tex D Run Script 


bpy 
math m 


bpy.ops.object.select_all(action: 
bpy.ops.object.delete(use global=False 


range(0,c*v 
angulo i*m.pi*2 
px = m.sin(angulo 
py m.cos (angulo 


print (angulo 


c 
raio 
raio 


bpy.ops .mesh.primitive monkey add(location=(px 
bpy.ops.object.shade smooth 
bpy.context.object. rotation euler.z angulo 


ext: Internal 


import bpy 
import math as m 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete(use global=False) 


v=2 
c=50 
raio = 15 


for i in range(0,c*v): 
angulo = (i*m.pi*2)/c 
px = m.sin(angulo)*raio 
py = m.cos(angulo)*raio 


30 


Programação em Python para Blender 
Copyright O 2022 Tito Petri - Todos os Direitos Reservados. 


print(angulo) 
bpy.ops.mesh.primitive monkey add(location=(px, py, i/5.0)) 


bpy.ops.object.shade smooth() 
bpy.context.object.rotation euler.z = -angulo 
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Criando uma Escada em Espiral 


@ Blender Window 


G 


Run Script 


ops.object.select all(action 
ops.object.delete(use global=False 


100 


i range(1,n+1 

angulo i-1)*v*2*m.pi)/n 

px = m.cos(angulo) *r 

py = m.sin(angulo) *r 

bpy.ops.mesh.primitive cube add(location=(px, py, z 
bpy.ops.transform. resize(value=(2,1,sz 

bpy. context .object. rotation euler[2 angulo 
z+=(1.0*sz*2 


bpy.ops.mesh.primitive cylinder add(radius=r-2, depth=z, location=(0, 0, z/2 


e proport edit fall 
TH nal 


import bpy 
import math as m 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete(use global=False) 


n= 100 
r=5 
z=0 
sz=0.1 
v=5 


for i in range(1,n+1): 
angulo = ((i-1)*v*2*m.pi)/n 
px = m.cos(angulo)*r 
py = m.sin(angulo)*r 
bpy.ops.mesh.primitive cube add(location=(px, py, Z)) 
bpy.ops.transform.resize(value=(2,1,sz)) 
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bpy.context.object.rotation_euler[2] = angulo 
z+=(1.0*sz*2) 


bpy.ops.mesh.primitive cylinder add(radius=r-2, depth=z, location=(0, O, z/2)) 
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Inserindo Keyframes de Animação 


@ Blender Window 


few Text Edit Selec 


import bpy 


bpy. ops. object .delete() 


ou s wn e i 


F= 


animacao = [(0,0,0), (3,0, 


Sáb 10:37 Q Tito = 


Run Script 


bpy.ops.mesh.primitive cube add() 
9 objeto = bpy.data.objects["Cube"] 


3 bpy.context.scene.frame_set(0) 


objeto.location = (0,0,0) 


objeto.keyframe_insert(data path="location", index=-1, 


for posicao in animacao: 


frame = 10) 


objeto. Location = posicao 


objeto.keyframe insert (data path="location", index=- 


F += 


, frame = F) 


bpy.context.scene. frame set (F) 


import bpy 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete() 


animacao = [(0,0,0), (3,0,0), (3,3,0), (-3,3,0), (-3,-3,0)] 
F=0 


bpy.ops.mesh.primitive cube add() 
objeto = bpy.data.objects["Cube"] 


bpy.context.scene.frame set(0) 
objeto.location = (0,0,0) 


objeto.keyframe insert(data path="location", index=-1, frame = 10) 


for posicao in animacao: 
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objeto.location = posicao 
objeto.keyframe_insert(data_path="location", index=-1, frame = F) 
F+=20 

bpy.context.scene.frame set(F) 
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Animando um Objeto Aleatoriamente 


@ Blender Window Q Sáb 10:52 Q Tito : 


® File Edt 
Text Edt Select Format Templates 


bpy 
random 


bpy.ops.object.select_all(action 
bpy.ops.object.delete 


j range(50 
F 0 


bpy.ops.mesh.primitive uv sphere add(radius=random.random()*0.5+0.1, segments=16, ring count=8 
bpy.ops.object.shade_smooth 


objeto bpy.context.object 


range(123 
random. random 20.0-10.0 
random. random 20.0-10.0 
pz random. random()*1.0+0.5 
objeto.location px, py, pz 
objeto. keyframe insert(data path: index=-1, frame F 
F 20 
bpy.context.scene.frame_set(F 


bpy.context.scene.frame_set(0 


e Kod 


CONSOLE 3.7.4 (default, Aug 18 2019, 15:57:36) [Clang 10.0.1 (clang-1001,0.46.4)] 


bpy, bpy.data, bj y o + bpy.context, bpy.utils, bgl, blf, mathutils 
from mathu * 


ation e S: C = bpy.con 
Y Location 


Z Location 


import bpy 
import random 


bpy.ops.object.select_all(action='SELECT') 
bpy.ops.object.delete() 


for j in range(50): 
F=0 


bpy.ops.mesh.primitive uv sphere add(radius=random.random()*0.5+0.1, segments=16, 
ring count=8) 
bpy.ops.object.shade smooth() 


objeto = bpy.context.object 


for i in range(123): 
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px = random.random()*20.0-10.0 

py = random.random()*20.0-10.0 

pz = random.random()*1.0+0.5 

objeto.location = (px,py,pz) 

objeto.keyframe insert(data path="location", index=-1, frame = F) 
F += 20 

bpy.context.scene.frame_set(F) 


bpy.context.scene.frame_set(0) 
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Criando Materiais Programaticamente 


É Blender Window SE: Sáb 11:28 Q Tito : 
ce 


View Text Edit 


import b 


bpy.ops.object.select all(action='SELECT') 
bpy.ops.object.delete(use global= ) 


bpy.ops.mesh.primitive monkey add(size=2) 
bpy.ops.object.shade smooth() 


objeto = bpy.data.objects.get ("Suzanne") 


5 i 
OOONODOURWNEe 


m 
[um 


meuMaterial = bpy.data.materials.new("Meu Material") 
meuMaterial.diffuse color = (1,0,0,1) 
meuMaterial.roughness = 

meuMaterial.metallic = 


mo 
WN 


Hoe 
in 


meuMaterialB = bpy.data.materials.new("Meu Material Blue") 
meuMaterialB.diffuse color = (0,0,1,1) 


BR 
N 


m 
Co 


objeto.data.materials.append (meuMaterial) 
objeto.data.materials.append (meuMaterialB) 


Y 


^ 


Text: Internal 


enter_editmode= 


import bpy 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete(use global=False) 


bpy.ops.mesh.primitive monkey add(size=2) 
bpy.ops.object.shade smooth() 


objeto = bpy.data.objects.get("Suzanne”) 

meuMaterial = bpy.data.materials.new("Meu Material”) 
meuMaterial.diffuse color = (1,0,0,1) 
meuMaterial.roughness = 0.3 


meuMaterial.metallic = 0.8 


meuMaterialB = bpy.data.materials.new("Meu Material Blue") 
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meuMaterialB.diffuse_color = (0,0,1,1) 


objeto.data.materials.append(meuMaterial) 
objeto.data.materials.append(meuMaterialB) 
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Método para Apagar Biblioteca e Slots 
de Materiais 


@ Blender Window Ske, Sáb 11:35 Q Tito: 


e Edit fi Script Tito 


materiais = bpy.data.materials 


m materiais 
bpy.data.materials.remove(m 


JU AUN 


wo 


slots = bpy.context.object.material_slots 


s slots 
bpy.context.object.active material_index = 0 
bpy.ops.object.material_slot_remove 


11 
12 
13 
14 


(a 

>>> D.materials 
(9,0781) <bpy collection[4], BlendDataMaterials> 
>>> bpy.context.object.material_slots 
bpy.data.objects['Suzanne'].material slots 


>>> 


import bpy 


* Apaga todos os Materiais da Cena 
materiais = bpy.data.materials 


for m in materiais: 
bpy.data.materials.remove(m) 


* Remover Slots do Objeto 
slots = bpy.context.object.material slots 


for s in slots: 
bpy.context.object.active material index = O 
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bpy.ops.object.material_slot_remove() 
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Criando Múltiplos Materiais 


Aleatoriamente 


Script Tito 


import bpy 
import random as r 


bpy.ops.object.select all(action='SELECT") 


bpy.ops.object.delete() 


* Apaga todos os Materiais da Cena 
materiais = bpy.data.materials 


for m in materiais: 


bpy.data.materials.remove(m) 


for iin range(30): 
px = r.randint(-5,5) 
py = r.randint(-5,5) 
pz = r.randint(-0,3) 


View Text Edt Select Format Te 
import bpy 
import random as r 


bpy-ops .object.select all(action='SELECT') 


5 bpy.ops object. delete() 


materiais = bpy.data. materials 
rm in materiais: 
bpy.data materials. remove (m) 


for i in range(30): 
r.randint( 
r.randint (- 

randint( 

andom( ) + 


random() 
r.random() 
adom() 


rial = bpy.data.materials.new("Meu Material") 
rial .diffuse color = (rr,rg,rb, 


bpy.ops.mesh.primitive monkey add(size = s, location=[px,py,pz) 
bpy.ops.object.shade_smooth() 


meuObjeto = bp; text.active object 
meuObjeto.data.materials.append(meuMaterial 
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s = r.random()+0.5 


rr = r.random() 
rg = r.random() 
rb = r.random() 


meuMaterial = bpy.data.materials.new("Meu Material") 
meuMaterial.diffuse color = (rr,rg,rb,1) 
meuMaterial.roughness = 0.2 

meuMaterial.metallic = 0.9 


bpy.ops.mesh.primitive monkey add(size = s, location=(px,py,pz)) 
bpy.ops.object.shade smooth() 


meuObjeto = bpy.context.active object 
meuObjeto.data.materials.append(meuMaterial) 
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Distribuindo Materiais Aleatoriamente 


import bpy 
import random as r 


bpy.ops.object.select all(action='SELECT") 
bpy.ops.object.delete() 


* Apaga todos os Materiais da Cena 

materiais = bpy.data.materials 

for m in materiais: 
bpy.data.materials.remove(m) 


meuMaterial1 = bpy.data.materials.new("Meu Material1") 
meuMaterial1.diffuse color = (0.9,0.1,0.1,1) 
meuMaterial1.roughness = 0.2 

meuMaterial1.metallic = 0.9 


meuMaterial2 = bpy.data.materials.new("Meu Material2") 
meuMaterial2.diffuse_color = (0.1,0.9,0.1,1) 
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meuMaterial2.roughness = 0.2 
meuMaterial2.metallic = 0.2 


meuMaterial3 = bpy.data.materials.new("Meu Material3") 
meuMaterial3.diffuse color = (0.1,0.1,0.9,1) 
meuMaterial3.roughness = 0.5 

meuMaterial3.metallic = 0.5 


meuMaterial4 = bpy.data.materials.new("Meu Material4") 
meuMaterial4.diffuse color = (0.9,0.9,0.1,1) 
meuMaterial4.roughness = 0.7 

meuMaterial4.metallic = 0.1 


meuMaterial5 = bpy.data.materials.new("Meu Material5") 
meuMaterial5.diffuse color = (0.5,0.5,0.5,0.5) 
meuMaterial5.roughness = 0.7 

meuMaterial5.metallic = 0.1 


meusMateriais = [meuMaterial1,meuMaterial2,meuMaterial3,meuMaterial4,meuMaterial5] 


for i in range(30): 
px = r.randint(-5,5) 
py = r.randint(-5,5) 
pz = r.randint(-0,3) 
s = r.random()+0.5 


rr = r.random() 
rg = r.random() 
rb = r.random() 


bpy.ops.mesh.primitive_monkey_add(size = s, location=(px,py,pz)) 
bpy.ops.object.shade_smooth() 


meuObjeto = bpy.context.active object 


indice = r.randint(0,len(meusMateriais)-1) 
meuObjeto.data.materials.append(meusMateriais[indice]) 
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Criando e Registrando um Operador - 
Objeto com Múltiplos Materiais 


Blender Window 


import bpy 


def main(context): 
bpy.ops.mesh.primitive monkey add() 
bpy.ops.object.subdivision set(level=2) 
bpy.ops.object.shade smooth() 
meuObjeto = bpy.context.active object 


meuMaterial1 = bpy.data.materials.new("CORPO") 
meuMaterial2 = bpy.data.materials.new("OLHO") 


meuMaterial1 .diffuse_color = (0.015,0.2,0.69,1) 
meuMaterial2.diffuse_color = (1,1,1,1) 
meuMaterial1.roughness = 0.9 
meuMaterial2.roughness = 0.3 
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meuMaterial1.metallic = 0.1 
meuMaterial2.metallic = 0.3 
meuMaterial1.specular_intensity = 0.3 
meuMaterial2.specular_intensity = 0.8 


meuObjeto.data.materials.append(meuMaterial1) 
meuObjeto.data.materials.append(meuMaterial2) 


bpy.ops.object.mode_set(mode='EDIT') 
bpy.ops.mesh.select_all(action='DESELECT”) 
bpy.ops.mesh.select_linked_pick(deselect=False, delimit=set(), index=48) 
bpy.ops.mesh.select_linked_pick(deselect=False, delimit=set(), index=57) 
bpy.context.object.active_material_index = 1 
bpy.ops.object.material_slot_assign() 
bpy.ops.object.mode_set(mode='OBJECT') 


class MeuOperador(bpy.types. Operator): 
bl idname = "meusops.felpudo" 
bl label = "Meu Operador" 
def execute(self, context): 
main(context) 


return('FINISHED') 


def register(): 
bpy.utils.register class(MeuOperador) 


def unregister(): 
bpy.utils.unregister_class(MeuOperador) 


register() 


47 


Pre ação e 


Copyright O 2022 Tito Petri - Todos os Direitos Reservados. 


Utilizando o seu Próprio Operador 


@ Blender Window 


Format Templates 


N 


bpy.ops.object.select_all (action 
bpy.ops.object.delete(use global=False 


materiais = bpy.data.materials 
m materiais 
bpy.data.materials.remove(m 


DOMIYNMHU DW 


i range(10 
bpy.context.scene.cursor.location.x = i*2 
bpy.ops.meusops. felpudo 


E 
>>> bpy.ops.meusops.felpudo() 
{' FINISHED '} 


>>> bpy.ops.meusops.felpudo() 


import bpy 


# Apaga todos os Objetos da Cena 
bpy.ops.object.select_all(action='SELECT') 
bpy.ops.object.delete(use_global=False) 


# Apaga todos os Materiais da Cena 

materiais = bpy.data.materials 

for m in materiais: 
bpy.data.materials.remove(m) 


# Loop para Testar Novo Operador 

for i in range(10): 
bpy.context.scene.cursor.location.x = i*2 
bpy.ops.meusops.felpudo() 
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Como executar Automaticamente um 
Script ao abrir o Blender 


@ Finder Arquivo Editar Visualizar Ir Janela Ajuda 


ayer G 


$ File Edi > Script Tito 


Run Script 
> m. 


sers/mac/DesktopyBlenderPetrisTools ARKIT 3 - CURSO COMPLETO 2020 


Y Applications 


CURSO BLENDER 3D 


default, Aug 18 2019 ) f clang-1001,0.46,4)] 


bpy, bpy.data, bpy bpy.prop p t utils, bgl, blf, mathutils 
s ii “1 


Basta deixar o script renomeado com a extensão .py dentro da pasta startup dentro de uma pasta 
apontada nas preferências em File Paths > Scripts. 


50 


Programa em Py \ para el 


Copyright O 2022 Tito Petri - Todos os Direitos Reservados. 


Como criar um Add-On 


@ Blender Window Sab 21:41 Q Tito = 


bl_info = { 
"name" : "Add-on do Felpudo", 
"author" : "Tito Petri", 


"version" : (1,0), 

"blender" : (2,81,16), 

"location" : "View3D > Object", 

"description" : "Adiciona operador Smooth ao objeto. Atalho: Shift+U" 


import bpy 


from bpy.types import ( 
AddonPreferences, 
Operator, 
Panel, 
PropertyGroup 
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class FelpudoSmooth(Operator): 
bl label = "Felpudo Smooth Tool" 
bl_idname = "object.felpudosmooth" 
bl description = "Suavizador de Poligonos do Felpudo" 
bl space type = "VIEW_3D" 
bl region type = "UI" 
bl options = {"REGISTER","UNDO"} 


def execute(self,context): 
# Aqui vai o seu Script inteiro 
bpy.ops.object.shade smooth() 
return (FINISHEDY 


def meuMenuFelpudo(self, context): 
self.layout.operator(FelpudoSmooth.bl idname) 


def register(): 
bpy.utils.register class(FelpudoSmooth) 
bpy.types.VIEWSD MT object.append(meuMenuFelpudo) 


atalhos = bpy.context.window manager.keyconfigs.addon 
if atalhos: 
tecla = atalhos.keymaps.new(name="3D View", space type="VIEW 3D") 
atalho item = tecla.keymap_items.new('object.felpudosmooth', 'U', "PRESS, shift=True) 


def unregister(): 
bpy.utils.unregister class(FelpudoSmooth) 
bpy.types.VIEWSD MT object.remove(meuMenuFelpudo) 
if name ==" main ": 
register() 
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Community Testing dh, Install EA 


All O Add-on do Felpudo 


Atalho: Shift+U 
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Exercícios com Drivers e Expressões 


WN 


contador = 0 


us 


a bpy.context.scene.objects 
contador+=2 
contador 


p 
vos 


Tex 
= 


O Cube.004 


O Cube.005 


O Cube.007 
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Adicionando Drivers Programaticamente 


import bpy 
from math import sin 
from math import radians 


objects = bpy.data.collections['Cubos'].objects 
controller = bpy.data.objects['Controle"] 


for obj in objects: 
for x in range(3): 
d = obj.driver_add('scale', x) 


var1 = d.driver.variables.new() 
var1.name = 'controller x' 

var1.type = 'TRANSFORMS' 
var1.targets[0].id = controller 
var1.targets[0].transform_type = 'LOC_X' 


var2 = d.driver.variables.new() 
var2.name = 'this_x' 

var2.type = 'TRANSFORMS' 
var2.targets[0].id = obj 
var2.targets[0].transform_type = 'LOC_X' 


d.driver.expression = '1- max(min(controller_x - this_x, 1), 0) 


Exemplo de adicionar variavel no driver 
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n 45 View Q 


Select F Templates ~ Text Run Script 
WE Object Mode v View Select Add x i isport bpy 
2 from math isport sin 
User Perspective 3 “rom math isport radians 
(3) Cubos | Contr 
objects data.collections| ‘Cubs’ | objects 
controller = bpy.data.objects| 'Controle'] 


for obj in objects: 
for x in range(3) 
d = obj.driver_add('scale’, x 


varl = d.driver. variables .new() 
varl.name controller x" 

varl.type = ‘TRANSFORMS 
varl.targets[0].id = controller 
varl.targets[0],transform type = “LOC X 


var2 = d.driver variables. new() 

var2 

var2 

var2 

var2.targets[0] .transform type = "LOC X 


d.driver.expression = '1- max(min(controller x - this x, 1), 0) 


Internal 


Channel key ml MEA wv Nearest J E view c 
Y View Properties 


8 Show Cursor >> degrees (pi) 


Bxscale 


E Y scale cursor 
zs Cursor Y 


>>> radians (180) 


Render Window Hel Layout 2 E = 


CETE a > . ew Text Edit Select Format Templates x Run Script 
1 import bpy 


o © bpy.ops object select all(action='SELECT') 
(13) Collection | Cube a 4 bpy.ops.object.delete() 
5 
6 bpy.ops.mesh.primitive cube add() 
obj = bpy.context.active object 
dx = obj.driver_add('location', 0) 
dx.driver.expression = 'frame*0.1' 


= obj.driver_add('location', 2) 
driver.expression = 'sin(frame*0.1)' 


Text: Internal 


>>> bpy.context.active_o 


>>> bpy.context.active object 


bpy.ops.object.delete() 
bpy.ops.mesh.primitive cube add (enter editmode=False, location=(0, 0, 0)) 


bpy.ops.text.run script() >>> bpy.context.active object 
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babe RE 
log10'] 
loglp'] 
log2'] 
modf'] 
nan'] 
noise'] 
pi'] 
pow' ] 
radians‘ ] 
remainder ' ] 
sin'] 
sinh'] 
sqrt'] 
tan'] 
tanh'] 
tau'] 
trunc'] 

>>> bpy.app.driver namespace[' 


O Playback v Keying View Marker © 1444 pro» 
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tion | Cube.049 


E View 


wyt; vti; MULLS 


Convenience Imports: 


from mathutils import * 
; from math import * 
Convenience Variables: 
C = bpy.context, D = bp 


import bpy 


contador = 0 


ject Format Templates 


bpy 
contador = 0 


objeto 
objeto 
objeto 
contador 


for objeto in bpy.context.scene.objects: 


objeto["atraso"] = contador 
objeto["escala"] -= 0.01*contador 
contador += 1 
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bpy.context.scene.objects 
contador 
0.01*contador 


Run Script 


+ Motion Path 


+ Visibilit 


49 Edit 


0.510 Edit 
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User Persp 
(1) Collection | Cube 


W, Object M 


User Perspective 
(26) Collection | Cube.044 


Y Y 70 cenas 


A Normalize 


J Normalize 


o. mM 
E E 
y Transform 


Location: 


Expression: 5 Rotation x 


min(1.0,max(0.2,var/2.0/s)) 
Use Self 

ar Add Input Variable 

vm] var 


Mhiart m Cubo 


Rotation x 


Expression: 
min(1.0, max(0.05, 1.0-var/s)) 
Use Self 


Add Input Variable 


Blend 


r 


A m Dirt) y ra Blansdar 
nacão em Pvthon para Blender 
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Parabéns querido aluno por chegar até aqui e ter 
adquirido mais este valioso conhecimento! 


Se quiser aprender sempre mais sobre criacáo de Jogos e Aplicativos, 
náo deixe de conhecer o Aprenda Programar, meu portal de cursos online 
onde vocé pode se especializar em: 


Algoritmos e Lógica de Programacáo 

Modelagem e Animação 3D 

Criação de Personagens para Jogos e Filmes 
Programação de Aplicativos Nativos para iOS e Android 
Criação de Games 2D, 3D e Realidade Virtual 
Realidade Aumentada e Visão Computacional 
Metodologia STEAM 

Robótica e Impressão 3D 


Para virar aluno do Aprenda Programar você deve se inscrever pela 
plataforma Hotmart, no link abaixo. 


Adquira seu acesso para sempre ao Aprenda Programar: 
https://hotmart.com/product/en/aprenda-programar-com-tito-petri 
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